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in Konami's hot new gun game LETHAL ENFORCERS, you take control as a detective in the toughest section of the city. 
Test your merit as an officer of the law against the most dangerous Criminals around. 


The action begins when you are Called to the scene of a bank robbery in progress. Help the patrolman on the scene by 
shooting the robbers—but make sure not to hit the innocent victims. Follow the perpetrators out of the bank, then test 
your skill at hitting moving targets in a high speed car chase. Then it’s off to Chinatown and its surroundingsto protect 
the citizens from violent ninjas and more gun-toting villains. After you have the situation under control, proceed to Metro 
Airport to neutralize a hijacking attempt. Then, race off to the city port, where a major drug deal is taking place. Finally, 
you are Called to a highly volatile condition at the Chemical Plant. Watch out for hidden enemies, toxic explosions, and 
be prepared for an intense night vision challenge. 


in between Stages, shooting ranges are given for you to test and 
improve your marksmanship. Aliso, after each stage, your accuracy 
Stats are shown. This determines your rank in the police force: 
patrolman, detective, sergeant, lieutenant, captain, or commander. 


LETHAL ENFORCERS features incredibly realistic digitized graphics. 
Each stage contains several different scenes and many hidden 
Surprises. The game can be played in two different modes. In the 
standard mode, the game is played in the sequence described 
above. in the street version, players can select which scene they 
want to play in any order. With these options as well as exciting, 
challenging game play, LETHAL ENFORCERS is a sure-fire hit for 
anv iocation! 
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The Future ls Now 


MORE POWER. MORE ACTION. 
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This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 
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NEO GEO CARTRIDGES 1 Attax (puzzle game) $300 
Super Spy $250 1 Arch Rivals W/C/Loom $500 
Ninja Combat $250 1 Blood Brothers $500 
Cyber Lip $300 1 Dragon Ninja $200 
Crossed Swords $200 1 Drift Out $700 
20/20 Baseball $300 | 1 Final Blow $600 
Nam 75 $250 | 1 Galaga $175 
Baseball Stars $300 | 1 Golden Axe $400 
Asda DuxiGe $400 1 Guardian of the Hood $1800 
Soccer Brawl $400 | 1 Last Day $600 
ae Besar $500 | Lightning Forces $600 
League Bowling $300 Pasion date $1050 
King of Monster $400 | | Pang $300 
g of Monsters 
a 1 Rally X $200 
Magicians Lord $250 i Sear chand ® $300 
Fatal Fury $400 anna tities 
3 Simpsons (4 player) $900 
Burning Fight $350 1 Sunset Riders 2P $1400 
Sengoku $350 | 1 Sunset Riders 4P $1400 
Robo Army $400 1 Super Pang $550 
Football Frenzy $400 1 Tank Force $650 
Mutation Nation $400 1 US Navy $800 
8 Man $250 1 Varth $1700 
ACCESSORIES 3 Vendetta 4P $1350 
4x 600 wide steel panels 1 Vigilante $150 
complete 3 player $190 3 Wrestle Fest $800 
10x 500 wide chaston panels complete 1 Xexex (2P E/W Shooter) $600 
1 player $70 
2 Cashbox doors 2nd hand punched Phone (09) 524 8770 
to take four AVE mechs + c/boxes $60 
10 Cashbox doors new @70 + 2nd aT: ae 
ae eecter Lee Emel. a0 6x complete machines sited $6000 


4 Simpo universal 4 player panels 


complete $370 3x Taito cabinets with galaga, rolling 


thunder, double dragon installed. 
Ix chaston cabinet with Tiger heli, 1x c/c 
cabinet with contra, 1x L&A cabinet 


with devistator. 
PINBALL SELL Phone (03) 349 4799 

We have just landed a further container 

of the top earning "FishTales" pinball. | TRADEINS 

The will definately be the last shipment 

of these units. 
Phone (03) 338 1411 Yes we require Williams "Terminator" 

and Bally "Addams Family" pinballs and 


ee ae will trade these in when you purchase a 
new Williams "Fishtails" pinball 
Atari Supersprint 3 steering wheel unit 
Phone (03) 3080022 $4850.00 Phone (03) 338 1411 
ADD GST TO ALL PRICES IN THIS BOOK 
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Phone (09) 524 8770 
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Australia (as published in Leisure Line) 
Dedicated Games Conversion Games Pinballs 
1. Sega 'Virtua Racing’ 1. Capcom "Warriors of Fate' 1. Williams 'White Water’ 
. Konami 'Lethal Enforcer’ 2. Capcom 'SFIICE Hyperfight' 2. Williams 'Fish Tales' 
. Namco 'Suzuka 8 Hours' 3. Capcom ‘Street Fighter II CE' 3. Bally 'Dr Who' 
. Namco 'Final Lap 3' 4. SNK ‘Fatal Fury II’ 4. Bally 'The Addams Family’ 
. Midway ‘Mortal Kombat’ 5. SNK ‘Super Side Kicks' . Williams 'The Getaway' 
6 
7 
8 
9 


. Sega ‘Stadium Cross' . Seibu 'Cup Soccer’ . Williams 'Hurricane' 
. Atari 'Mad Dog McCree' . Banpresto 'Macross' 

. Jaleco 'Arm Champ 11' . SNK 'World Heroes' 

. Taito ‘Sonic Blastman' . Capcom 'Knights of the Round' 
10.Namco 'Starblade' 10. SNK ‘Art of Fighting’ 


. Bally ‘Black Rose’ 

. Williams "Terminator 2' 
. Bally 'Partyzone' 
‘Gilligan's Island’ 
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USA (as published in Replay) 
Conversion Games Dedicated Games Pinballs 


1. SNK 'World Heroes' 1. Konami 'Lethal Enforcers' 1. Data East 'Star Wars' 

2. SNK ‘Art of Fighting’ 2. Williams 'Mortal Kombat’ 2. Midway 'Addams Family' 
3. Konami ‘Bucky O'Hare’ 3. Capcom ‘Street Fighter IIT CE' 3. Gott/Prem ‘Cue Ball Wizard’ 
4. Capcom 'Street Fighter II’ 4. Midway "Terminator 2' 4. Data East "Lethal Weapon 3' 
5. Bundra 'Neck n' Neck’ 5. Sega 'Golden Axe II' 5. Williams 'Fish Tales' 

6. McO'River 'Aero Fighters' Best Deluxe Videos 6. Williams 'Teminator 2' 

7. Trem ‘Trem Skins' 1. Namco ‘Suzuka 8 Hours' 7. Midway ‘Dr Who' 

8. Fabtek ‘Heated Barrel’ 2. Sega 'Virtua Racing' 8. Gott/Prem ‘Super Mario Bros' 
9. Fabtek 'Raiden' 3. Atari 'Race Drivin’ 9. Data East "Hook' 

10. Ocean 'S.S. Addams Family' 4. Namco 'Final Lap 2' 10. Data East 'Batman' 


Japan (as published in the Japanese Game Machine Magazine) 
Conversion Games Dedicated Games Pinballs 


1. SNK Fatal Fury 2' 1. Konami 'Lethal Enforcers' 1. Williams 'Fish Tales’ 

2. Capcom 'Turbo SFII:CE' 2. Sega 'Virtua Racing (Twin)' 2. Data East Lethal Weapon 3' 
3. Capcom 'Warriors of Fate’ 3. Sega 'Virtua Racing (Deluxe)' 3. Premier 'Super Mario Bros' 
4. Capcom ‘Street Fighter ICE’ 4. Capcom 'Warriors of Fate' 4. Williams 'Getaway' 


5. Compile/Sega ‘Puyo Puyo’ 5. Namco ‘Coca Cola Suzuka 8 Hours (DX) 


GERMANY (as published in Euroslot) 
Conversion Games Dedicated Games Pinballs 

1. Irem 'Major Title II 1. Namco ‘Suzuka 8 Hours' 1. Bally 'Black Rose' 

2. NSI 'Super Shanghai’ 2. Midway 'Mortal Kombat’ 2. Bally 'Addams Family' 

3. Jaelco 'Thunder Hoop' 3. Sega ' Exhaust Note’ 3. Williams 'Getaway' 

4. Toaplan 'Fixeight' 4. Atari 'Space Pirates' 4. Data East Lethal Weapon 3' 
5. Capcom 'Street Fighter ICE’ 5. Atari 'Mad Dog McCree' 5. Data East 'Hook' 


5. Midway 'Addams Family' 


Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 524-5773 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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OPERATORS REQUIRED 
AUCKLAND 


Double Dragon Chopper | 


R Type Seafighter Peusidon AUCKLAND - CENTRE City (QUEEN 
Combat Tribes Parallel Turns 

10 yd Fight Shinobi Kirikinton STREET) ARCADE 

City Connection Toki requires operation of quality coin 
Espial Pang _ equipment on percentage share 
Rolling Thunder Tennage Mutant Ninja , 

Pocket Gal Turtles (complete with basis. 

Dragons Breed 4 player control Phone (09) 307 1652 

1942 Bomb Jack 

Hno Bros Missing in Action ARCADE SELL 

Thunder Zone Xania Sieena Auckland City Arcade for sale 

Slap Fight Gal Panic $180,000 

Sky Soldier W.W.F 


Phone (09) 479 1798 mornings before 


Complete Cabinets 11am or evenings after the 14.2.93 


Juno Ist (sitdown) Dragons Lair 


Offers called for any of above Road Blaster control stick & bd $400.00 
Phone Gordon or Lorraine Woods Dark Seal $250.00 
(03)308 7143, (03)308 7183 Ashburton Fighting Fantasy $250.00 
Shinobi $300.00 

a ee .... $150.00 
1x Wrestlefest $750.00 Ninja USA $250.00 
1x Vigilante $150.00 Double Dragon $200.00 
1x Silk Worm $150.00 Route 16 $100.00 
1x Midnight Resistance $400.00 Phone Vic (06) 758 3820 
1x Prehistoric Isle $400.00 REWARD $6000 
lx Fighting Fantasy $400.00 STOLEN FROM AUCKLAND: 
1x Sky Soldiers $450.00 3x Simpo 26" cabinets with electronic 
Ix Punk Shot $350.00 acceptors and SFCE pcbs. 

NEO GEO All stolen from one location. $3000 for 
asa $400.00 | information leading to their recovery. 
Sengoku $300.00 


$3000 extra for information leading to the 
prosecution of the thieves. 
Phone (09) 524 5773 


ALL. PLUS GST 
AMUSEMENT ARCADE FOR SALE 
30+ machines, street locations also available, 
well eschtablished arcade in Mall situation. 

Phone Steve (04) 235 5096 
Fax (04) 569 7049 


NeoGeo 6 slot cabinets 26" screen - complete 
with electronic mechs and six games. 


$4850 +GST each Phone (03) 338 1411 


JUKE BOX SPEAKERS 


Camargue Super H6M external speakers 
imported from Jamo (UK) 

-9() watts RMS, 3 way speaker system, 8 
ohm impedance. Dimensions 14.6 x 9.1 x 
8.7 inches and 5kg per cabinet. 

Phone (03) 338 1411 $325.00 (pair) 
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arcades as one of a series of measures. They are also 
enforcing a dress code requiring Muslim women to 
leave only their eyes and hands uncovered. 
FRANCE 
FLIPPER FANATICS 

The French flipper association ran its second 
championships in December to choose three players 
for the IFPA World Championships in the US. It also 
organised a tombola competition in aid of “Enfance et 
Partage” (Childhood and Sharing) a charity which 
fights child abuse. The scheme is being supported by 
Alfa Juke Box, Bonzini and Rene Pierre. 


WILLIAMS SUE DATA 
EAST ON PATENTS 


Williams Electronics, makers of Williams 
pinballs filed suit late last year in the US Federal 
Court against Data East Pinballs. The suit alleges 
patent, trademark and other infringements by Data 
East on it’s pinball machines. 

Though Data East were relatively quiet on 
the matter, it is known that they intend fighting the 
case and with this being so, it will be a long time 
before an outcome is known. 

BRAZIL 
PLAYLAND’S 14 CENTRES 

With an operation comprising over 1,200 
machines in its themed Playland areas, situated 
primarily in shopping malls, Playcentre is widely 
acknowledged as Brazil’s largest and most 
professional operating group. 


planning to develop amusement centres in other areas.” 

The Playland areas generally comprise a 
selection of the latest video games, coupled with 
kiddie rides, simulators and even a mini-pirate ship 
and carousels. Mr Chinen added: “Although we have 
certain standards, each Playland area is intrinsically 
different. 

“Many of the street operations in Brazil are 
not professionally run, so therefore the public image 
of the amusement industry is not very good. Hopefully 
our centres can change this.” 


GERMANY 


NSM Hrs 40 Years 
In October, NSM passed the forty-year mark 
in its history. It was formed from the distribution 
company Lowen Automaten in 1952 by Herbert Nack, 
Gerhard W. Shulze and Wilhelm Menke to form the 
initials NSM. They introduced the first electro- 
mechanical gambling machine in 1953 and the first 
electronic machine in 1987 and became one of the 
largest juke box companies in the world. 
Other milestones included the Concert 
(1985), the first juke box to feature 10 speakers, 200 
watts music output and a 240-track selection capacity, 
to be followed by the CD range in 1989. The company 
also built a changer with the world’s fastest access 
time of one and a half seconds. The introduction of 
the smallest and fastest changer led to an increase in 
turnover of 133 per cent in the US market. 
As a result of a 50 per cent increase in juke 
box sales in the US between 1990 


Playcentre is also the name of |, 
Brazil’s largest theme park, situated |#+4 
in Sao Paolo and owned by the Hit IN 
same group. pangyee 
As its operation has | 
grown, Playcentre has specifically || gageal' 
targeted shopping malls as the |\faaamm 
locations for its Playland areas, for |) 

a number of reasons. In a country 


ee ag | and 1991, NSM has set up a partial 
aunt 
1 || assembly plant in the US. 
| The company was using 
16-bit microprocessors in machines 
as long ago as 1984 and in 1988 
introduced the automatic video 
|| vending and hire machine which 
took up less than one and a half 
square metres of space, holds 500 


where the leisure industry is 

relatively underdeveloped, shopping malls are the 
venues where the country’s A Class (five per cent of 
the population) and B Class (15 per cent) citizens like 
to spend their leisure time. 

Playcentre has operations in 14 shopping 
malls in Sao Paolo alone, with its best sites attracting 
around 8,000 customers per week. 

The company’s Agenor Mauricio Chinen 
commented: “In Brazil shopping malls are considered 
prime locations and we have a good relationship with 
all the other retail outlets. We are considered a useful 
neighbour, providing entertainment for shoppers and 
attracting families to the malls. However, we are now 
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video cassettes and which provided 
24-hour sales. 

The company’s latest development is the 
CD hi-fi 3101, an electronic archiving and changer 
for 100 CDs with up to 2,000 tracks. The system can 
be connected to a private hi-fi or used in professional 
applications, linking up to 16 parallel units for access 
to 32,000 tracks. 

NSM has been quoted on the German stock 
market since 1990 and has a workforce of 1,800 and 
a turnover (1991) of DM410m. (NZ$480m) and now 
produces in addition to gaming machines and. juke 
boxes, coin checkers used in automatic money 
processing systems. 


cE OU 


Taupo 

Welcome to new operators - the 
Afendoulis family who have recently opened a 
new centre in conjunction with Robert Briggs 
in this beautiful area. New equipment combined 
with the latest in logic is sure to make this 
venture a success. 

Hamilton 

Fishtails pinballs have gone into this 
area in some numbers and it is pleasing to see 
that not only have all locations signed site 
contracts but that this pinball is continuing to 
produce top earnings figures over the Christmas 
period. 

New Plymouth 

Apollos arcade has just completed their 
first Christmas in new premises. 

Total income was actually up on last 
year and the new location (while actually being 

- in a better position) has a much lower rent bill. 
Not a bad combination to start 1993 with. 
Blenheim 

A certain operator seems to be having a 
run in with flipper solenoids these days. For 
some reason (and he has looked at them all) one 
particular flipper will not stay fixed. 

A new coil - a few weeks operation - a 
fault - a new coil etc, etc. At least it will make 
birthday presents easier. It might be time to 
bring that old pin in for an overhaul. 

Wellington 

Recently was the venue for the 13th 
Scout Jamboree in Upper Hutt. Over 7500 
Scouts from around the world attended and had 
a great time and of course spent many dollars 
BUT while the coke machines had to be removed 
(because they had to be refilled every 15-20 
minutes - average daily income of $8000) and 
replaced by caravans to meet the demand, where 
were all the video games/pinballs etc. None 
were located at this venue and a golden 

Opportunity was lost. 


New Zealand News 


Wizards at Lower Hutt has recently 
completed a move from older, upstairs 
accommodation to anew, ground-floor building 
next door to the new, “Multiplex” complex. 
The landlords of this new centre are a local 
church group and it is pleasing to see that after 
a number of committee meetings they were 
impressed enough about the positive aspects of 
a Family Entertainment Centre to approve this 
proposal ahead of a number of other proposals 
for different (more traditional) business on the 
same location. 

New Plymouth 

Congratulations to the “Yifans” people 
on their new arcade in this city. They join two 
long established centres: Fun & Games operated 
by John Clayton and "Los Vagas" operated by 
Mike Nixon. 

Auckland 

Kevin Peterson and his partner Russell 
Clark of Video Ezy Ltd have opened a new 
super store in the Mt Albert shopping centre. 
The complex comprises 6,000 sqft and is both 
their head office and show-place from which 
future stores will be modelled. 

Auckland Coin Machines are proud to 
be associated with Video Ezy in creating a mini 
Stages Timeout Centre within their new store. 
The Centre has a good range of quality family 
games and is open 24 hrs, 7 days a week. 
Everything got off to a roaring start and so it 
should have after all the effort that had gone into 
opening on time. 

Well done to all the staff and 
management of Video Ezy. 


Queen St has a new arcade operating in 
the old “New Image” location right in the heart 
of Queen St. and next door to McDonalds. 
Congratulations on the opening of the 
Technodrome Video Games Centre to Brian 


and his family. 


(Two player dedicated) 


- Top earning fighting game 


Warriors of Fate. 
(Capcom) 


(This product is marketed in NZ under an exclusive 


distribution licence held by Coin Cascade Ltd.) 


- Another top earner from Capcom 


$2890 


NEO-GEO KITS 


(All Neo-Geo games/products are marketed in NZ under an 
exclusive distribution licence held by Coin Cascade Ltd.) 


1 slot kit $1480 
2 slot kit $1680 
4 slot kit $1980 
1 slot complete with Fatal Fury I $1990 
2 slot complete with Fatal Fury II $2180 
1 slot complete with Sidekicks $1890 


NEW PCB's NOW IN STOCK 


PRICE INCLUDES: MYLAR AND TWO PLAYER LOOM 


Mortal Kombat 


(This product is marketed in NZ under an exclusive distribution 
licence held by Coin Cascade Ltd.) 


- Now available as a pcb only 


Sreetfighter LICE 
- Hyperfight Kit 


- Upgrade your CE game to Hyperfight 
for better earnings. 


$3195 


Final Lap 3 


This product is marketed in NZ under an exclusive | 
distribution licence held by Coin Cascade Ltd. 


(Dedicated - 2 player cabinet sitdown) 


- Now available in double sit down cabinet with twin NRI 
electronic coin acceptors 


| 
ADD G.S.T. TO ALL PRICES IN THIS BOOK 


Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 524-5773 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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INTERNATIONAL NEWS 


SNK IN NEO BATTLE 


SNK, the Japanese firm which manufactures 
the Neo Geo video games system, 1s locked in a legal 
battle with a Spanish company claiming it has 
registered the Neo Geo Trademark in several countries 
throughout Europe. 

The issue only recently came to light when 
SNK was contacted by the firm, called Stainbridge, 
which demanded royalties from SNK for any use of 
the Neo Geo name. SNK has refuted the claims and 
Stainbridge is aiming, through the courts, to stop 
SNK from using the Neo Geo trademark, initially in 
the French market. 

SNK, however, holds the worldwide 
registration of the Neo Geo name and it is believed the 
Japanese firm will triumph in any pending court case. 
A spokes-person confirmed that SNK is currently in 
consultation with lawyers regarding the course of 
action to be taken. 


COMPACT SHIPMENT 


Rowe AMI is currently shipping its new 
Laserstar compact disc juke box, designed for locations 
with small space requirements. 

The product has enjoyed significant sales 
both nationally and internationally and incorporates 
features suchas auto play, entire album play, calendar, 
clock, track mode, optional wireless remote and data 
management information system. 


BALLY BASKETBALL 


Bally Midway has a new product on the 
market in the form of Hot Shot, a novelty basketball 
game. 

Utilising a simple set of button controls for 
serving and shooting mini-basketballs, players take 
part in acontest of shooting skills and scoring accuracy. 
The game incorporates a fully-lit court playfield and 
automatic moving basket. 

The player can choose from five different 
game modes which are 3 Point Line, 4th Quarter, 
Repeat-a-Shot, Around the World and Push Back. 

The game also 
incorporates an optical sensor to 
ensure reliable scoring which is 
shown on a dot matrix display. 
Hot Shotis available with a wide 
range of options such as 
collectible card or ticket 
dispenser capability and the 
ability to link multiple games 


for head-to-head competition. 


at 


VIRTUAL DOG-FIGHT 


W. Industries, creators of the Virtual Reality 
entertainment systems, has launched a new experience 
which takes players back in time to become a First 
World War fighter pilot battling with the Red Baron. 

Called Flying Aces, W. Industries claims it 
is the world’s first immersive, multi-player, interactive 
flight simulator and players can enjoy a dog-fight 
over the skies of France. 

Players become amember of the allied forces 
and can choose from four nationalities - American, 
English, French or Italian. In addition to enemy 
fighter planes to shoot down there are other targets. 

Players are joined in their battle by a virtual 
co-pilot, who - complete with the appropriate accent 
- will give advice and information on the whereabouts 
of the enemy and praise when he has been impressed 
with the flying skills of the player. There’s also a 
reprimand if you fail. 


REVOLUTION PROMOTION 


Rediffusion is planning a major promotion 
in 1993 to raise awareness of its Revolution juke box 
in the growing free trade sector. 

The promotion will include advertisements 
in the form of a music trivia quiz in publications such 
as The Publican. The firm is also continuing to push 
the juke box to operators in the amusement industry 
and the major brewers. 

Rediffusion’s Alan Hall commented: “When 
Revolution was launched there were many people 
who thought it would not last. However, itis now two 
years old and sales are continuing to grow.” 


HONG KONG 


Flare-ups in the field of consumer games are 
happening in Hong Kong, where recently there has 
been considerable activity by the police against coin- 
op PCB copiers. Twenty-nine people were arrested 
and HK$9.5m. worth of game discs and cartridges 
were seized in the colony’s first crackdown on game 
pirates. Customs officers believe they have smashed 
two syndicates allegedly manufacturing and 
distributing pirate games, according to the South 
China Morning Post. Forty-two thousand cartridges 
and floppy discs were seized after spot checks on 42 
properties across the territory. 


MALAYSIA 


KELANTAN TO BAN ARCADES 

The fundamentalist state of Kelantan, which 
is part of Malaysia, is highlighting its different attitudes 
to those of the rest of Malaysia by banning amusement 
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COIN CABINETS/PARTS 


CABINET GLASSES 


Screened - 20" standard $40.00 
Unscreened 

20" standard $25.00 
26" standard $30.00 


CABINET PARTS 
Coin Counter complete with PCB 


$40.00 


Coin Counter $20.00 

Counter PCB $20.00 

Metal Counter plate $10.00 

Cash Box Door 

(Metal single/double mech.) $85.00 

Cash boxes (slide type) $30.00 
(Taito type) $30.00 


Metal cash box surrounds/stainless lid $110.00 


Wheels (each) (long life) $15.00 
Locks (barrel type) $11.00 
(Cuboard type) $20.00 
Speakers $20.00 
Complete $45.00 
Tubes 12" $9.00 
Tubes 18" long life $15.00 
Starters $2.00 
Choke $15.00 
Blank Mylars $20.00 
Printed Mylars (any name) $30.00 
Neo-Geo Mylar $55.00 
Lexon panels (each) $8.00 
Header panel angle $8.00 
PCB holders (plastic) 1 off $20.00 
10 off $16.00 
Degausing wands $150.00 
Arch rival control rubbers $25.00 
MINI LOOMS 
Complete mini loom - 1 player $35.00 
Complete mini loom - 2 player $40.00 
Complete mini loom - 4 player $55.00 
28 way edge connector $8.00 
22 way edge connector $7.50 
18 way edge connector $7.00 
Mini loom plug $4.00 


Cc 
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SECURITY BARS 


Taito (NZ) cabinets $40.00 
Pinballs $40.00 
Special bolt only $35.00 


DRIVER PARTS 


Steering wheels 


Gearsticks $110.00 
Atari steering combs $35.00 
Atari steering housing $55.00 
Outrun steering springs $20.00 


Taito gearstick (for SCl/Chase HQ)-metal $45.00 


Taito gearstick buttons $25.00 
Taito steering motors/gearbox $400.00 
Sega 5k pots (Suitable drivers/guns) $48.00 
Standard size $2.55 

200 plus $2.45 

600 plus $2.40 
Jumbo size $9.00 
Pucks $12.00 
Bats $25.00 
Plastic Shields $195.00 


REDEMPTION PARTS 
Knockdown balls 
Skeeroll balls 


$20.00 
$25.00 
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PINBALL PARTS 


Pinball playfield cleaner #1 802 $15.00 
Pinball playfield cleaner #1 refill $90.00 
Pinball playfield polish #2 802 $15.00 
Pinball playfield polish #2 refill $90.00 
Pinball service book $65.00 


We stock a full range of Bally/Williams parts too 
numerous to list. We have the part you need - or 


we will get it. 
All parts (excluding rubbers) 
10-19pcs ordered of the same product 5% discount 


20-49pcs ordered of the same product 10% discount 


50+pcs ordered of the same product negotiable 
Pinball Rubbers 

20-49pcs ordered of the same size 
50-99pcs ordered of the same size 
100+pcs ordered of the same size 


5% discount 


negotiable 
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Back to (Virtual) Reality 


Hi everybody, we hope you all 
enjoyed your Christmas break with 
some Well deserved rest and recreation. 
Over the past 12 months or so we have 
all heard and read something about the 
futuristic “Virtual Reality”. It was 
only in November that I was asked on 
the “What Now” programme when the 
likelihood of such a game would be 
seen in NZ. I can now tell you that if all 
goes well we will see a linked version 
of this amazing unit soon. Auckland 
Coin Machines in association with 
Innerspace Entertainment and 
Cadburys NZ would like to announce 
the beginning of anew era at STAGES 
TIMEOUT CENTRE, in early 
February (fingers crossed). The VR 
will make an appearance at the Easter 
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Show followed bya Nationwide ROAD 
SHOW. 

We are all very excited about 
what could prove to be a major turning 
point in our industry. Mind you, at 
$120,000 per unit don’t expect to see 
them at the local dairy, but no doubt 
you Il be asked to supply one on 50/50. 

The initial units to be operated 
in NZ will probably be the headset 
system and will incorporate a range of 
games. For further details about this 
system see pages 23/24. To be cont... 


Maarten Boogert 
Stages Timeout 
Auckland. 
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CONTROLS 4) General Parts 

Controls (Rotary type) $110.00 Special bolts/nuts $1.00 
Controls (MCA type) 1 off $30.00 Control panel clamps $8.50 
10 off $28.00 Molex connectors - 12 way $2.50 
50 off $25.00 Molex connector pins 15 
Button (MCA) type 1 off $6.00 NRI G13-1002 $335.00 
10 off $5.50 NRI G13-0004 $335.00 
50 off $5.00 NRI Front plate only $30.00 
Dummy buttons (plugs) 1 off $4.00 Universal Credit PCB $110.00 
10 off $3.00 Credit Display Units $75.00 

MOR bution microswichds $3.00 
MCA spanners $10.00 Video game type (S1) 20c,50c 1 off $55.00 
10 off $50.00 
1) Standard/Taito/Simpo Cabinets - complete Pinball type (S10) 20c,50c,$1,$2 $56.00 
Single player complete $120.00 Coin acceptor return springs (S10) $5.00 
Double player complete (3 button) $190.00 Front stainless plate $20.00 
Neo-Geo complete (4 button) $210.00 AVE coin acceptor - 20c,50c 1 off $130.00 
Streetfighter complete $250.00 10 off $110.00 
Three player complete (3 button) $300.00 Coin acceptor microswitches $15.00 

WHEN YOU BUY ANY COIN CASCADE PRODUCT Four player complete (wooden/overlay) $500.00 
(minimum $3000 per item) Four player mylar overlay $80.00  Tube/Monitor/Transform 26" 1 off $890.00 
WE CAN OFFER YOU: Taito Japan complete (3 button) $200.00 (Kortek Original) 10 off $790.00 
2) N/G Range of Cabinets - complete Tube/Monitor/Transform 20" 1 off $480.00 
Double player complete $230.00 (Kortek Original) 10 off $430.00 
Neo-Geo complete $250.00 Kortek 20" Tube $260.00 
Streetfighter complete $290.00 Kortek 20" Monitor $260.00 
Four player complete (metal) $500.00 Kortek 26" Transformer $60.00 
3) Metal Work Only Kortek 26" Tube $495.00 
Standard/Taito/Simpo Cabinets Kortek 26" Monitor $455.00 
Single player/2 player/500 wide $45.00 TV 20" Transformer $45.00 
Neo-Geo style $50.00 Plastic Tube Surround 26" $45.00 

Streetfighter style $45.00 
Three player style $90.00 Digital readout/15 amp/subboard 1 off $125.00 
Four player-wooden base/metal top $245.00 10 off $115.00 
Taito Japan style $70.00 Digital readout/15amp 1 off $95.00 
N/G Cabinets 10 off $90.00 
Double player style $75.00 Standard/15 amp/subboard 1 off $110.00 
Neo-Geo style $80.00 10 off $100.00 
Streetfighter style $75.00 Standard/15 amp 1 off $80.00 
Four player style $275.00 10 off $70.00 
Subboards with L.E.D's $30.00 


Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 524-5773 
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human error and inexperience still exists. I like 
it! [see something on a higher plateau. I tilt my 
head and the whole scene shifts up. Yes! I can 
see him now. And by holding my pistol higher 
I can see my computer graphics hand, actually 
holding the pistol. I’m aimed true. I shoot. A 
projectile is lobbed from my weapon and 
gradually finds its mark. The poor bugger 
erupts into shards and blocks of nondescript 
enemy rubble. I feel myself grinning with 
success, but I’m overcome by a more serious 
tone when from over my left shoulder, a 
projectile whisks by in full quadraphonic sound. 
Undoubtedly, that one had my number on it. I 
turn my head and the electronics respond 
sluggishly, yet precise. 

I see nothing. I look up and a large 
green pterodactyl swoops down and tries to 
grasp me with his talons to carry me up and then 
drop me to the ground. I duck and successfully 
avoid the deadly beast. Wait, what’s behind 
that Doric-like column. I aim carefully and 
shoot. No success. He steps out. I shoot. 
You're dead. My game is over. I guess, he got 
me first. And after untangling myself from my 
wiry hardware, I step from the CyberSpace pod 
to the real world. Or is it? 

This is a limited account of my personal 
experience with VR. The game I just played is 
called Dactyl Nightmare. Ittruly is a pioneering 
technology with endless possibilities that can 
only be experienced first hand. 


Although, I enjoyed the game 
immensely, I found limitation in it’s somewhat 
crude graphics and relatively slow response to 
input. This is understandable as I would expect 
a great deal of number crunching for such 
interaction. 

The system is manufactured by W. 
Industries of the UK. Elaine MacArthur, vice 
president of Virtuality Canada, exclusive 
Canadian distributor, said in an interview, that 
a new microchip is in existence to improve 
playability and will soon be made available to 
system owners. Since every VR system is 
based on the fully reprogrammable EXPALITY 
computer, this will eliminate the sluggishness 
and improve the somewhat blocky graphics that 
currently exist. She added that coin-op will be 
available, as well as the virtuality credit card 
which can be purchased to eliminate the burden 
of using cash. Group memberships and VR 
clubs can also be arranged. 

W. Industries also produces a host of 
software for the (1OO00SD) sit down version as 
well as the (1000CS) stand up pod. 

Not far from the VR tent at the CNE is 
a SR (simulated ride) machine that uses actual 
film footage of jet take-offs, bobsledding and 
other experiences for its visual effect. The 
physical sensation is there via hydraulics, yet 
no game player interaction exists. A 
combination of the two technologies, would 
undoubtedly result in an extraordinary 
experience indistinguishable 
from the “real thing.” 

A recent radio program hosted 
by Dr. David Suzuki, stated how 
VR is being used in the 
Antarctic to explore the seabed, 
| as wellas, the planet Mars. The 
| technology was also given 
® extensive publicity in Stephen 
) King’s film, The Lawnmower 
| Man. 

t | Atthis point, the only barrier is 
$8 the imagination. One only has 
® to close his eyes and picture 
| something. This is what is 
possible with Virtuality Reality. 
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1993 What Can We Expect? 


1) Growth Areas 
Pinballs 

Watch for continuing growth in the 
pinball market. Revenues will increase as 
will the number and quality of available 
locations. We can expect to see a number 
of new operators join us in this area and 
these people will be led by their calculators 
- simple return on investment will bring 
them into pinballs and hold them there. 
Finance options (now available through 
Coin Cascade) will map repayments with 
earnings and allow low equity expansion. 
Promotions will build up till we have a 
national finalist to send to the World Pinball 
Competitions and locally leagues will be 
developed to maximise weekly income. 


Neo Geo Products 

Unless we see a radical new 
development/change in emphasis from 
main manufacturers “Neo- 
Geo” will dominate growth 
for the street operator in |, 
1993. No one can now |/@ 
doubt the credentials of a | 
system that brings the 
operator top quality product 
at such low prices. 

Many operators are 
paying off their “new 
game” in a matter of weeks 
and revenue is holding well. 
Games are easily rotated 
and locations can expect a 
“swap” every fortnight. 
Neo-Geo will keep many | ~ 
Street Operators viable and | 
profitable. 


Dedicated Equipment 

Japanese manufacturers have had 
enough of “copy” companies stealing their 
games and selling these to dishonest 
operators. 

They have now decided to 
concentrate their efforts into areas where 
their research and development can 
guarantee them a return. 

As aconsequence we will see more 
high priced dedicated units BUT these will 
produce much higher revenue for much 
longer periods (expect to see $2 and $5 
play on some of these). Operators will 
have to look closely at this market and buy 
wisely. 


Arcades 

Expect to see a number of new 
arcades throughout New Zealand this year 
as local and overseas companies (both now 
present and yet to formally 
arrive) develop this section 
of the market. Well run 
centres concentrating on the 
whole family and providing 
them with an alternative to 
traditional (expensive) 
family entertainment will 
continue to produce good 
-|returns. 


26", 33", 50" 
Cabinets and 
Electronic Coin 
Acceptors 
\ As new games are 
_|appearing (particularly 


Pinball 
You should be operating more of these in 1993 
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through Capcom who will have a few 
surprises for operators this year with new 
products) with an enhanced ability to 
produce top quality picture quality and 
character definition it is clear that these are 
being built specifically for the 26" and 
bigger screens. Operators will concentrate 
on replacing ageing 20" products and when 
updating will also buy electronic coin | “getthatlast dollar” will take amore active 
acceptors. Electronic coin acceptors have | role in our cash business as will the GST 
now been around long enough to prove | Dept. 
their worth and reliability. Gold coins are 
now a common and welcome addition to 
our cash boxes. We are no longer totally 
dependent on the location to provide 
change, we are not subject to stringing and 
other “rip offs” and we are able to offer 
price/play incentives through the flexibility 
of the new acceptors. 

Singularly; electronic coin 
acceptors are the biggest innovation our 
industry will experience in 1993. 


intervention from a variety of government 
departments. 

Internal Affairs will be responsible 
for enforcing the new “censorship” 
legislation which will ban pornographic 
games and may restrict “violent” games 
(depending on interpretation). 

Inland Revenue in their quest to 


The Customs Department will 
increase their monitoring of imports both 
to assist the Internal Affairs Dept in their 
duties under the new legislation and to 
assist the USA in their international quest 
to stamp out copyright thefts. 

While we have no national 
association to deal with the government in 
a professional manner we can expect to be 
ignored as we have been in the past. 
Without a national association to refer to, 
the government will consider it has no 
Site Contracts option but to regulate our business for us. 

As operators become more 
professional they will insist on Site 
Contracts with each location. There will 
be very little resistance to this from sites. 
To date the biggest resistance comes from 
operators who just do not seem to want to 
bother. 

Weare in business to stay in business 
- Site Contracts are critical to your ability 
to be able to plan long term in your business 
and hence to survive. 


Economy 

While the 
NZ dollar will 
continue to slin 
the economy will 
improve. 
National 
affluence will 
benefit those 
companies who 
have positioned 
their product in 
the areas that will — 


Government Intervention 
Operators can expect to see growing 


Neo-Geo 
You should be operating more of these in 1993 
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South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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VIRTUALITY 


A recent trip to 
; Toronto’s Canadian 
| National Exhibition has 
at last exposed me toa 
long awaited sensation. 
: ” My first impression 
| was one of awe. As I 


watched the faithful, 


obedient attendants, it was obvious that they too 
were caught up in the prototypal hoopla of a 
new and exciting technology. 

There under the dark canopy of an 
outdoor arena in The Human Adventure Area 
were the four 1000CS (CyberSpace) upright 
pods. Game players perched like zombies in a 
small, one-man, waist height ring with jaws 
agape. Each wore a VISETTE (ahelmet/goggle 
affair), while prodding the empty air for some 
unseen enemy with a plastic pistol-like 
SpaceStick attached to the hip via electric cord. 
Everything so far was as I expected it to be. 

Closer examination revealed a colour 
monitor for each players pod, which allows 
external viewing for the event by non-players. 
This feature added a new dimension to my 
entertainment now, as I could fully grasp the 
reasoning behind the silly gesticulations and 
the odd grins and smiles of the players. It 
looked like fun. A lot of fun. 

At length I paid the $10 fee, which 
didn’t seem excessive considering each pod 
had a personal attendant, a fair amount of 
electronics and of course a new game 
technology. I was gently fitted with VISETTE, 
waist belt with SpaceStick grip, and was finally 
enclosed in travel limiting safety ring about one 
metre in diameter. 

I felt comfortable and secure. A brief 
explanation of the equipment and technology 
by my obsequious attendant followed. 
Unfortunately, most of this was drowned out by 
the nearby pods in action. Nevertheless, I went 
to play with little difficulty aside from the fact 
that my glasses steamed up inside the head gear. 
These I removed promptly and considering my 
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poor eyesight, I had found the quality of the 
graphics and the particular manner of visualising 
the action so good, I had no need for my glasses 
whatsoever. 

So ... what makes virtuality, virtual 
reality? It’s the viewing. Each and every 
player of the game has his own VISETTE, 
which contains two small, high resolution, LCD 
colour television screens - one for each eye. 
This in effect, gives you a stereoscopic, or 3D 
view of the game. Remember those aerial pics 
from your highschool geography days? 
Animate that with a computer program set up 
along side a magnetic tracking system -that 
monitors head and hand movements so that you 
have an enemy pursuing you with the sole 
intent of gunning you down. But then of 
course, you have the same advantage or perhaps 
better or worse - it depends on you. 

With guns in hand and viewer in motion, 
I set off to avenge my foe. A simple push of the 
trigger allows me to walk through this full 
colour scene similar to the multi-plateau world 
of that little Martian who was obsessed with 
blowing up the earth as it obstructed his view of 
Venus. Bugs, of course, saved the day and the 
planet. A movement to the left and a three 
dimensional humanoid figure stands there 
unaware of my approaching footsteps. His 
back is to me. Should I fire? No! I get closer, 
he turns, I shoot and miss. Boom!! I explode. 
My heart sinks. But the game’s not over yet. It 
lasts about three and a one half minutes and as 
it turns out, my foe is one of the players in 
another CyberSpace pod. The opportunity for 
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benefit the most. Family groups and young | will continue to develop top quality 
adults will spend more when they have | “conversion” games it is clear that the cost 
more, with us. Women (a huge largely | of “Copy Thefts” has determined that new 
untapped market) will spend money more | hardware will be developed to counter this. 
easily on non-video equipment (product | This improved technology (CD/Rom, 


pave 


mix will be important). enhanced graphics, set sequence action, 
virtual reality etc) will certainly improve 

2) Contractions income, will not be easy to produce in a 
Street Operations “conversion” form and will certainly cost 


These will reduce as the economics | more. Standard cheap pcbs will have less 
of older equipment, the change in national | spent on them in R & D and will therefore 
buying patterns away from strip shopping | have a much shorter game life. 
to mall shopping and the cost of the new 1993 will therefore be a year of 
“dedicated” equipment begins to impact. | considerable change in NZ and 
Top locations in this area have been on a | considerable advancement. 
slow downward trend for some time and Treat our business as a business and 
operators who try toreplace new purchases | it will be good to you. We provide a wide 
with higher commission rates are nearing | range of top quality low cost family 


® Solid 18mm customwood 
construction with Formica 
laminate in your choice of 
colours. 

Front steel anti-lever door 
(your choice of colours) with 
padlock bracket or full front 
opening door with three way 


ie 


locking system. the end of this constricting circle. entertainment and are an important part of 
® Steel cash box housing with the NZ entertainment mix. Be proud of 
lockable stainless steel li Commission Rates your business - support your business - 


and coin meter. 

Baked enamel control 

panel in a choice of 

two, three or four 

player (interchangeable) 

Four player panel shown here. 

® Standard mini loom wiring 
system. 

® Quality NRI electronic coin 
acceptor (accepts all coin 
denominations) and universal 
multi credit pcb. 

® Quality Kortek 26° monitor 
with front door controls. 

® Quality MCA Joysticks and 
buttons. 

® Quality 15amp power supply. 

® Optional PCB security unit 
available 

® Contact your local agent or 


COIN 
, ee 
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Pen , ' Happily these will reduce this year. advance your business in 1993. 

1 It is no secret that many operators are now 

paying 40%, 33% or 25% on new pinball 

locations. Sites are more interested in 

“income” rather than a commission rate 

(you can spend money but you cannot 

spend a 50% commission rate). 

Commission rates must come down if you 

‘ are to survive in business. Locations will 

not object to better products at a lower 

commission rate. They are already 

. objecting to your older equipment even at 
your higher commission rate. 


Standard Conversion 
PCBs 


; ; , Dedicated 
While top companies (like Capcom) You should be operating more of these in 1993 
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Phone 338-1411, Fax 338-1410 : 3 — 14 
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* Handheld meter not required for game board 


replacement or service. 


MODEL: 1006M a ee 
EYGO POWER WATCH * 15A switching power supply with a built-in digital meter. 


NOW IN STOCK 


= Jeremy Brent. 


GENERALLY SPEAKING, BEFORE 
INSTALLING ANY AMUSEMENT 

[MACH INE, ALWAYS EASURE THE 
j THE StTE (5 BotHr DRY AnD — 
i; LEVEL. THATS MOST (MH PGRTANT. aes 4 ip Rereee [T Pays 


EVALUATE YOUR 


eel 2 oe WN POTENTIAL MARKET 
Say AIS i | Jy 
3 Cray 2 
nen RE 
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sport with lots of social interaction, is one that 
almost all ages can play. Burgess says that in his 
Midland centre, a group of seniors are playing 
every day, occupying at least three tables. “They’re 
as dependable as clockwork. It’s a real treat to see 
them.” He says their game is “Russian”, which 
uses five balls. Noting this dependable group of 
seniors, Burgess is trying to target that age group 
and entice more into his centres. He is also 
targeting ladies. He says ladies seem to like the 
coin-op tables and their games tend to be 8 and 9 
ball. 


The way to bring in players is to offer 
discounts on certain nights, such as ladies nights. 
Burgess says he’s been doing more of this than 
ever before. He has also had promotions for Big 
Brothers and Big Sisters organisations, where the 
adult and the child come in once every month and 
play for free. The would be done on the regular 
tables, not coin-op. Burgess is planning to expand 
this charitable trend. It helps the community think 
highly of his establishments and gives him 
exposure. 

Francen says in Manitoba, pool is still a 
mans game and definitely appeals to younger 
adults. He says women and people 35 and older 
tend to play VLTs more. 

Cote says male players tend to be most 
interested in playing in his leagues, but more 
women are becoming interested. He’s hoping to 
create a few mixed teams this year, so women can 
play against other women. 

POPULAR TABLES 

The most popular sized coin-op table 
seems to be the 3.5 by 7 foot table. This is the size 
tournaments prefer using, hence the table of 
preference for players practising for tournaments. 
The largest currently available is 4 by 8. One of the 
reasons the tables are small is that perhaps the 
biggest obstacle operators have in placing them is 
space. Most locations are small and may have to 
decide between a pool area or a dance floor or 
taking out a few tables and chairs to make space for 
it. An advantage of the small tables is they are easy 
and quick to play. 

Cote calls pool tables, “a very good 
investment, the best in the amusement business.” 
He says the tables last a long time and have a high 
resale value. 
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PRICE PER PLAY 

The dollar coin has worked wonders in 
price per play on pool tables. Almost all tables 
across Canada are being played for $1. Some 
operators, however, have convinced location 
owners in the cities to go to $1.25 or $1.50 due to 
the goods and services tax. In vacation resorts, and 
road houses, where there is no competition for 
miles, operators have very little problem getting a 
higher price per play on their tables. “It’s a great 
coin,” says Burgess about the loonie. 

Some tables in rural areas may be still at 
75 cents at the request of the clientele of the 
locations. However, most operators are pushing 
for $1 play if not more. 

ACCESSORIES 

The accessory business is also something 
operators should look into. Gilchrist says he 
doesn’t sell a tremendous amount of cues and ends 
up giving them away as tournament prizes, but 
they are available if needed. He says during play 
there is generally very little damage to the tables or 
theft of the cues, which are left available for 
players. Visibility helps. If cues are stored behind 
counters, it may inhibit the spontaneity of play. 

Burgess sells a variety of pool supplies. 

One nice thing about a pool table is that it 
lasts a long time. Some operators have tables still 
working that they’ve had for 15 to 20 years. 

Cote also offers accessories. He says that 
because most of his locations are in rural areas, it 
tends to be difficult for players to get good quality 
cues and supplies, so he has them available. 

IT BEATS THE RECESSION 

Burgess perhaps sums it up for most 
operators of pool. “In difficult times, [like billiard.” 
He says the threat of video lottery run by the 
government and the recession has lead him in the 
direction of upscaling his billiard rooms, seeking 
new promotion ideas and targeting a variety of age 
groups. Leagues are a definite way to improve 
business if you do it right. Leagues are hard work. 
They may require extra staff and definitely extra 
time. But, most operators agree, hard work pays 
off. Besides, as Burgess says, “The more you get 
involved, the more interesting it becomes.” And 
lets face it, if the coin-op business wasn’t 
interesting, how many people would be in it. 
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Operators of pool tables are looking at leagues to 
combat difficult economic times 


Pool tables are one of the standards of this 
industry. For those operators worried about what 
the recession and GST and other gifts from the 
government have already done, league operation 
and other promotions are definitely worth looking 
into. 

We had a look at what operators across 
Canada are doing with their pool tables and how 
leagues have helped enhance their bottom line. 

KEEPING LOCATIONS FROM BUYING 
THEIR OWN 

The most popular street location for a 
pool table is a licensed bar, lounge or resort. 
Operators agree that as soon as a table starts 
making a lot of money, the location wants to buy 
their own and this can be a problem. Operators 
who have been successful in preventing this, are 
usually the ones that work the hardest. 

A common commission split of cashbox 
revenues between the location and operator is 50/ 
50. However, some operators have had to offer a 
generous commission such as 60% as incentive for 
the location owner to keep their table. The tables 
also have to be well maintained and the service has 
to be top notch. When collecting from the tables 
once per week, a general maintenance check is 
done to make sure everything is working properly 
and any complaints are investigated. Busy pool 
tables generally have to be recovered four times a 
year according to operators. One method of 
persuasion on the operator’s part, is to convince 
the location owner that the table will be better 
maintained because the operator will do all the 
work, and the location does not have to bear the 
expense of replacing the cloth. 

THE ADVANTAGE OF LEAGUES 

Operating a league is one way operators 
can ensure that the locations won’t buy their own 
table. 

Ken Burgess of Top Hat Billiard Clubs, 
Midland, Ont., says leagues are a lot of work and 
organising, which the location is happy to leave up 
to the operator. He is planning leagues for his 
street locations, similar to those run in his billiard 
rooms. “We have to work for our money, and 


Take The Cue, Operate Pool 


that’s how we justify our existence,” says Burgess. 
He says the locations like leagues because they 
bring in people on slower nights and keep them 
there. 

Tom Gilchrist of T.W. Gilchrist Vending 
in Toronto, operates a substantial games route 
throughout the city. He has operated a league 
through the Canadian Pool Player’s Association 
and feels it has definitely helped him. ‘We’ve 
been very pleased with it.” When asked the 
advantages of leagues he says, “It shows the 
location that you’re trying to help promote his 
business.” 

He says leagues are also a way of keeping 
hotels and lounges from buying their own table. 
The operator has to show the location owner he can 
also take better care of the table. Gilchrist says 
during every weekly collection tables are checked 
for wear and tear. The tables are recovered three 
to four times per year. “The table has to be well 
maintained.” He says the regular checks are 
necessary because sometimes it may be something 
as little as a loose screw causing several lost 
dollars in downtime. 

“There’s no doubt that leagues enhance 
the location.” Gilchrist hopes to expand his league 
operation in the fall and look at a computerised 
league management system. He feels youth leagues 
are a good possibility but most of his locations are 
licensed establishments. 

APPEAL TO EVERYBODY 
Pool, besides being an exciting spectator 


EacH New CABINET INCORPORATIES 
Quality Coin Cascade workmanship 
with standard parts including a 15amp 
switch mode power supply, Kortec 
tubes and monitors, MCA controls 
and buttons, formica finish and a 
comprehensive written warranty. 


26'' ECONOMY CABINET - Basic 26" 

unit for the operator who needs to get 

some 26" cabinets into operation. 
$1890 


26"' N/G Lowsoy CaBiInEt - The full 
set of quality components 
including an  NRI 
electronic coin acceptor 
and credit pcb housed in 
an attractive lowboy 
cabinet. 


$2480 


26'' N/G ARCADE CABINET 
All the features of the N/G 
Lowboy in an attractive 
Upright Cabinet. Tube 
either completely 
horizontal or angled into 
the cabinet. 

$2600 


33'' N/G CABINET - Top sities 
construction available either as a stand 
alone style cabinet or in a ‘pedestal’ 
format - showpiece for your arcade. 


30" ProjecTION UNIT - Full 
‘Mitsubishi’ quality 50" projection 
T.V. housed in an attractive ‘pedestal’ 
cabinet - showpiece for your arcade. 


Cabinet Shells 
Quality Lowboy/Upright cabinets 
finished in red formica and empty 
except for a steel door with padlock 
bracket, a new n/g style 


control panel (metal work 
only), panel clips, cabinet 
glass, mylar, sliding metal 
cash box. 

You supply the main parts 
from your old cabinet or 
buy the parts from us and 
make your own cabinet up 
at your leisure. 


N/G Economy Shell (20"/ 

26") $730 

N/G Arcade Shell (20"/26") 
$790 


é 


Add GST to all prices - remember our finance option 
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Mr. Roger Sharpe 


Courtesy J.A.M. 


Director of Marketing, Williams/Bally/Midway 


The conglomeration of Williams/Bally/Midway is, one of the largest 
entertainment concerns in the world. In just the past year alone, the 
companies, each autonomous from the other, but under common 
stewardship, have released several games on the market, such as the 
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Terminator 2 pinball and video units, The Addams Family and Total 
Carnage, that employ some of the most advanced cutting edge technology available in their 


respective fields. 


At the 1992 AMOA show, held last October in Nashville, TN, the Chicago-based concern 
displayed their latest units, Fish Tales and Mortal Kombat to enthusiastic audiences. Trying to find 
out more about what Williams/Bally/Midway have in mind for the future, JAM went searching for 
Mr. Roger Sharpe, director of marketing for W/B/M, who, despite his unusually busy schedule, was 


more than happy to share his thoughts with us. 


JAM: First off, I'd like to ask you about the 
corporate structure of Williams/Bally/Midway. 
How are these three organisations linked? 

MR SHARPE: Let me describe this in essence 
because I think that since 1988, there’s been the 
misconception that Williams purchased Bally. 
WMS Industries is our parent company. It’s 
subsidiaries now include Williams Electronics 
Games, which produces Williams’ pinball 
machines and other novelty equipment. In 1988, 
WMS purchased the amusement game division 
of Bally Manufacturing Corporation. Bally 
Manufacturing has casinos and slot machines, as 
well as other interests, such as fitness clubs and 
the like. They were divesting themselves of 
various divisions and holdings, the Six Flags 
Amusement Parks, for instance, which someone 
else purchased, and their Aladdin Castle game 
rooms. Williams Electronics suddenly became 
sister company to Midway Manufacturing 
Company (manufacturers of Bally and Midway 
amusement games) because the amusement game 
division of Bally was Midway. Under the Midway 
banner, if you will, was the Bally pinball 
machines, the Midway/Bally video games. What 
we’ve done to differentiate these competing 
names is to make Bally the branded name, if you 
will, of Bally Pinball Machines. What we’ve 
done with Midway is to consolidate under one 
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banner , one branded name, all video game 
development. So, in essence what you have is 
Williams/Bally/Midway as being three distinct 
companies, for lack of a better term, under a 
parent company, WMS Industries, which also 
has WMS Gaming, whichis the new VLT (Video 
Lottery Terminals) division. There are also 
other divisions of WMS which have hotels and 
casinos in Puerto Rico. We just happen to be in 
that amusement game division. In short, then, 
Williams builds pinball and shuffle alleys, Bally 
will be pinball and novelty equipment, and 
Midway is video. Williams, though, never bought 
Bally. 

JAM: According to recent press releases, your 
new pinball unit, The Addams Family, recently 
became the largest selling pinball game in the 
world. Can you give us some more details about 
this? 

MR SHARPE: The previous record was held 
by agame called 8-Ball Deluxe that was produced 
by Bally back in 1981 and ’82. Our production 
level on that game was 20,350 units. We have far 
surpassed that number with The Addams Family. 
As of the show, we’ve produced over 21,000 
machines. 

JAM: Do you think that it is because of the 
machine itself, or because of the greater 
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SF II Champs Held in Tokyo Hall 


finals averaging out to only 
one out of 30 people. 
Shodo Kaikan 
karate expert and Street 
Fighter II fan Mr Masaki 
Satake made a guest 
appearance at the show. Mr 
Satake recounted that, 
although he has compiled 
an impressive record in the 
ring, he lost his latest bout 


Tokyo’s Sanseido Hall was the 
scene of the Second Annual Gamest Cup 
All-Japan Street Fighter II: Champion 
Edition Competition held this past 
October 11th. Claiming that this event 
was unique in its ownright, the organisers 
noted that tournaments and 
championships have taken place in 64 
countries around the world since SFII: 
CE has been on the market. 

Due to physical limitations of the 
hall itself, only a limited number of 
visitors were allowed into the hall. 
Participants came from literally all over 
the nation, from Hokkaido in the north to 
Okinawa in the south, to vie for the title 
of the top SFII: CEhero. The participants 
themselves were selected from the 
winners of 63 preliminary rounds that 
were held at locations around the country. 
Out of a total of 3,603 local contestants, 
only 128 survived to see the All-Japan 
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of SFII to an elementary 
school student. Things just don’t go the 
same in a video game, Mr Satake was 
reported to have commented. 

All contestants, though, showed 
immense skill and determination at the 
tournament. In order to win the round, 
the player had to have an intimate 
knowledge of all the characters and their 
moves. Additionally, since the games 
were played under the “raging 12 person 
out” rule, players had to know how to 
counter any move by any given opponent. 
This tough rule meant that all the 
characters were used in one round and 
the winner was the first player to conquer 
all the characters held by his or her 
opponent. After all the carnage was said 
and done, when all the smoke cleared, 
Mr Masao Tachikawa of Tokyo’ s Shakuji 
Park Space Fantasy emerged victorious 
after an intense 30 minute battle. 


Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 524-5773 
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~||MR SHARPE: It is an 
amazing accomplishment in 
light of what is happening to 
the industry. Ithas transformed 
and now we enjoy universal 
popularity across all cultures. 
To think that pinball machines 
unto themselves have been able 
to obtain such a plateau of 
success, I don’t think that 
anyone ever envisions that would ever have been 
possible again. To think that we can have that 
kind of prosperity and that kind of acceptance is 
remarkable. I think that it is significant not just 
for the design team and for the management, but 
even more so for the distributor. 

JAM: The coin-op amusement industry is, more 
or less, subject to fads and whims. What does 
Williams/Bally/Midway try to do in order to 
predict the reception a given game will get on the 
street? 

MR SHARPE: We try to forecast demand for 
each game and we like to think of it as a very 
sophisticated method of doing something in what 


tures: iS a very imprecise industry. In many ways, 
Our Objectiv eo ican esabeadles we’re no better or no worse than the movie 
At “s ee ee or horizontal all in one industry, the recording business, radio, TV, 
teliability and long trouble free use for the Coin Machine * Quality Nylon constuction publishing .... you never know when you have 
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testing. Alpha testing is done in an internal cycle, 
taking between 8 to 14 months, depending on the 
game. Beta testing is with designers, with workers. 
You play the games while the design teams look 
and monitor how the games are being played, 
how they are being received. It essentially consists 
of test marketing at test sites within the Chicago 
area with some small number of games. We’ll go 
to large arcades, street locations, bars, taverns, 
sports clubs. We go to the broadest mixture of 
different types of locations that have different 
thresholds for income and test it for about 8 
weeks. After looking at the information we 
receive on a daily and weekly basis, we ask 
ourselves, “Is all of what we had expected being 
realised?” If itis, within that process, then we’re 
committed to the product: By that time; we will 
have been nurturing it for about,a year. We then 
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do sample shipments out to our distributor 
network around the world, where they will judge 
how well the game does in their market. 

It is very important to understand that 
Chicago is not the “end all do all”. There are 
different sensibilities wherever you are. What 
works in one area may not work in another, but 
now if we can get this broad cross-section, we 
may have something here. We’ll look at the 
performance of the games and determine whether 
or not it will be good. We also have a “sense” of 
things. I’ll use Mortal Kombat as an example for 
when you know you have atiger by the tail, when 
suddenly, the first day, the first week, you have 
reactions like “This is incredible!’ and “This is 
awesome!” Operators are calling, asking when 
can they get this machine. They already know, 
they’ve already heard. The same thing literally 
happened with The Addams Family. I’ve had 
people tell me “I’ve never had a pinball machine 
earn that kind of money before.” The same thing 
is now happening with Fish Tales. It’s earning 
like a video game, which is to say, its earnings 
are very impressive. There’s a diminishing of 
what used to be one end of the gaming spectrum 
and the other. The gap between pinball and 
video is getting much closer. In terms of earnings, 
eighty dollars in one location may be considered 
phenomenal, whereas $600 in another may not 
even scratch the surface. So, what you have to do 
in looking at your test marketing is to accrue 
enough data so that you know what you’ re looking 
at in terms of market reaction. The common 
point of assumption within the industry has been 
“if it works in the street, it’ 1] work everywhere,” 
and for the most part, I think this is true, because 
the street represents your transient audience. It 
attracts amuch broader base of players both male 
and female. If it works there, OK, then we feel 
we have a pretty good shot that it’s going to work 
at the higher end, the higher traffic arcades, 
where again, you get a broad audience, but it is 
also a very segmented audience as to the fact that 
those are your players, they are the serious people. 
They will cast their judgement the first time and 
then, maybe, not come back again, or play once, 
then watch how the game does, then maybe 
follow up later. 
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There is a process, a methodical one that 
goes on for each and every machine. We build to 
fit demand for a world marketplace. If the 
demand is there in sufficient quantities, we will 
continue to support a game until it has run its life 
cycle. No one, internally, ever expected The 
Addams Family to be in production for ten 
months from day one. No one expected 
Terminator 2, both the pinball or video, to have 
the longevity it had. Other games are going 
longer. Super Hi-Impact, for instance, is still 
going strong. We’re getting a second year out of 
it. We don’t like to think that our games will be 
popular for several weeks, a month or two, six 
months or so. We want our games to endure over 
a period of years because there are operators out 
there who have primary secondary and tertiary 
markets. What they need is to have that value 
built in so that when they start to rotate equipment 
on down through the chain, it is still something 
wonderful and mesmerising. Some companies 
here are exhibiting some of our older machines. 
They haven’t lost their magic. It’s great stuff. 
They still play incredibly well. 

JAM: Does Williams/Bally/Midway follow any 
set and proven formulas when developing a new 
game? 

MR SHARPE: You have to go for the core 
ingredients all the time. You can’t go on a hit- 
and-miss syndrome. We empathise, I think, 
more so with the operator. We have one core 
business. We are a coin-operated amusement 
game business. We don’t have a home division, 
we re not splintering our focus, we’ re not thinking 
of releasing something in three weeks or three 
months for another format that somebody can 
buy through Toys “R”’Us. What we’re doing is 
asking ourselves: How can we maximise your 
investment? If you invest $7100, you want to 
make that money back as soon as possible while 
spending as little as possible in maintenance. If 
we do our job and give you some leading-edge 
technology, then that’s great, because it benefits 
not only that business, but the industry through 
the use of image. I think the game business can 
be equated with the entertainment industry. 
People are always asking: “Who was the top 
studio last week?” “Who is it this week?” “Do 
we have anew opener?” It’s essentially the same 
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Additionally, every time a person walks 
into an arcade, he is exposed to our industry and 
we make an impression. If that impression is a 
positive one, they’1l come back. If it’s anegative 
one, we’ ve lost them - maybe forever - and we 
can’tafford that. We are at a very precarious part 
of our evolution. 

JAM: Mortal Kombat and other fighting games 
froma great number of other companies, seem to 
be attracting a lot of attention at the show..... 
MR SHARPE: Let’s face it, we know that, as a 
genre, fighting games, going back to Karate 
Champ, which broke the mould since it was 
introduced by Data East back in 1984 or ’85. 
Everybody else followed, doing their own martial 
arts games. It was a real phenomenon. To 
minimise that impact is to walk away from what 
is reality. I think that with Street Fighter, what 
you have is this “artful”, imaginative game. It 
didn’t just happen out of nowhere, it goes back a 
number of years to say “Yes, this theme has been 
around.” It wasn’t as if somebody re-invented 
the wheel. So when you can innovate and 
improve off of success, which is what we’ve 
done, I think that what we’ re seeing the results of 
what can happen when you capture the essence 
of the game’s appeal. We’ ve captured the feel of 
head to head competition. Mortal Kombat, 
though, uses real people. It’s not imaginative 
computer graphics, these people went into a 
studio, were filmed, actually did their own stunts, 
and then it was embellished with graphics. 

Digitised graphics can bring virtually 
anything to video screens. 

JAM: Just looking around and talking to people 
at the show, there seems to be quite a bit of 
excitement about 
digitised graphics. Can 
you give us a little 
background information 
on how the technology 
was developed? 

MR SHARPE: Let’s 
go back abit. In 1980, in 
video, your world was 
your screen. That was 
your universe. There 
was a vision that woke 
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everyone up to the fact that we didn’t have to be 
that confined in the form of a game called 
Defender. Defender suddenly said, “There’s a 
world beyond the screen,” and it changed the 
entire industry. All the people who were doing 
development for another maze game, or whatever, 
just stopped. It was remarkable as the introduction 
of the flipper on pinball in 1947. Then people 
began to realise that if you could scroll 
horizontally, then vertical scrolling was also 
possible. 

Digitised graphics are just as 
revolutionary. It is something that the game 
industry and the movie industry have been talking 
about for years. By 1985, Williams thought that 
there was something missing with pure video 
and began to re-channel its resources. Initially 
budgeting $3.5 million to fund the 
development of new hardware and 
new software, the company unveiled 
Narc in 1988. Narc was the first game, 
the first thing, if you will, to use 
digitised graphics beyond the “Star 
Wars” blue screen and matt 
application. We did it on a 
conventional scroll format because we 
felt that if we introduced too much 
new technology ornew play mechanics 
at once, one would tend to mask out 
the other. 

Now you have improvements 
on digitised graphics. You have real people, real 
cars, real buildings, whatever. Fast forwarding 
to last year, let’s look at Terminator 2. We 
worked in parallel development with the film. 
When Robert Patrick is onthe screen playing the 
evil Terminator, the T-1000, and the player is 
shooting at him and he’s falling back, he didn’t 
do that in the movie. People have the 
misconception that we just took movie footage 
and put it into the computer. You can’t do that. 
The perspective is different. What happens if 
they are coming to the screen at a different angle 
and you need them coming straight at you? If 
you want to shoot up Cyberdyne Systems, you 
have to look outside the window out, notin. The 
only way you could get those perspectives is to 
be on the set doing that stuff, filming especially 
for the game. We had a crew out there with 
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access to everyone, the actors, the actresses, and 
the stunt doubles. It was the closest marriage 
between the two entertainment arts that has ever 
existed. Moving forward again, we find Mortal 
Kombat. It has maybe twice the power and 
ability of T2 and four times what we had for 
Narc. You have a studio set up and you shoot all 
the scenes that will then be incorporated into a 
seamless image for the player. As the player 
does it, it happens on the screen, instantaneously. 
Graphics has become so important. I feel that 
graphics, as a whole, has become overplayed, 
but with digitised graphics, people want realism. 
But it’s more labour intensive. It means not only 
doing tape, but computer generation and 
animation as well. There are still artists working 
on the project to craft backgrounds, to create 
elements that are intertwined in the 
game that appear to be real from the 
player’s perspective. 
JAM: Does Williams attempt to 
modify game graphics to appeal and 
conform to different markets around 
=a | the world? 

; | MRSHARPE: Wehaveasensitivity 
- | to the fact that our games are for 
{ | players of all ages and locations of all 
| | types. A family amusement centre is 
: not going to love seeing blood being 
| spilled all over the screen, especially 
when you’ re looking atanewrealism. 
From day one, we build in the ability for operators 
to make the adjustments suitable for their given 
locations. That is very, very important. We 
allow them to have anything from the complete 
experience, the “Total Mortal Kombat,” if you 
will, or something that’s toned down a bit. It’s 
still nothing more than the same type of “violence” 
that has been in every other fighting game that’s 
ever existed. It’s presented in a more realistic 
and aggressive fashion, but by and large, that’s 
all itis. It’s really up to the location to worry if 
they want the “bare minimum” feel. There are 
some markets that just want the guy down and 
that’s it, with no blood. On the other hand, there 
are those markets where you need to have 
everything in because that’s what they like. 
Essentially, no matter what they like, people 
need the release, they need the fantasy. 


